Ignorant Armies: Random Events: 

(includes all Random Events & optional rules changes)
11 UN Resolution 598: read as “No Event” before game Turn 4.

Roll for Game end ceasefire 1980-83: on “1”  84-86 “1-2” 87 on “1-3”

12, 13, 14   Iraqi Extraordinary Congress:  1st roll of this event only brings Iraqi RPs up to six per turn & allows the Medina & 8th Special Forces Republican Guard Divs. to be built from RPs  2nd roll of this event allows the Iraqi player to build his full mix of Republican Guard units. 3rd and subsequent rolls are read as “No Event”.

15 Iraqi Popular Army Divs Purged. +1 to attack & defense strengths of these divs during this game-turn.
16  Iran Receives Artillery. Upgrade IR HQs. Read as

        “No Event” thereafter.  

21 Iranian Political Officers Prohibited from Making Command Decisions.

 Read as “No Event” thereafter. +1 to Iranian “Human Wave” rolls this game-turn. 

22, 23 & 24  Chemical “Ali”. +1 VP to Iranians. Read as “No Event” before 1983.

   Read as “No Event” after event is triggered 1983 or later.

25 Arab Support for Iran: 1st roll “Syrian Pipeline Cut”: +1 VP to Iranians 2nd roll “Libyans send Scuds”: add 1 to next Iranian SSM reinforcement, & Iranian max. SSM holding goes to 4 (instead of 3) make up extra SSM ’Libya Scud’ counter.  

       3rd and subsequent rolls are read as “No Event”.

26 Iraq Creates Naval Div: 1st Iraqi Naval Division is available to be brought on with RPs. Read as “No Event” after event is triggered.  

31 Iraqi Special Callup: Iraqis get 2 “free” RPs

32 Iranian Political Infighting: No Iranian attack allowed (except via “Tanker War” rolls) this game-turn. 
33 Iraqi SF Brigades: Remaining six (6) Iraqi Special Force Bde. units numbered 2nd through 7th are available to be brought on with RPs. Read as “No Event” after event is triggered. (Note 1st Special Forces Bde is now in initial 1980 setup). No more than one(1) may be brought on per game-turn either initially or from the deadpile.

34  USA delivers TOW & HAWK missiles: Place these counters on Iranian units 
If event “53” was rolled read as “No Event”. Read as “No Event” after event is triggered. These counters are not removed until the end of the next game-turn.
      35   USS Samuel B. Roberts hits Iranian Mine: +1 VP to Iraq. Read as “No Event”   

.     after event is triggered. Read as “No Event” before 1984.

   36, 41, 42, 43, &44:  Western Nations Provide Iraq with SAT. Intel: Iraq is no longer subject to “fog of war” restrictions during the Iraqi Operational Movement Phase and Iraqi Combat Phase. Read as “No Event” before 1984. Read as “No Event” after event is triggered.

45 Iran Air Flight 655 Shot down by USN.  +1 VP to Iraq. May not occur(“No Event”) until “Western Naval Intervention” has been placed in effect via a roll on the “Tanker War’ table for the first time regardless of whether it has been subsequently canceled via a roll after Random event 64. Read as “No Event” after event is triggered.

46 Iran develops Operational Chemical Weapons Capacity: Allows up to one Iranian Chemical attack/defense on the ground per turn, and up to one chemical SSM attack per Iranian Player-Turn.
51&52 Iraq develops Operational Chemical Weapons Capacity: Allows up to two Iraqi Chemical attacks/defenses on the ground per turn, and up to one chemical SSM attack per Iraqi Player-Turn.

53 Iran-Contra Affair:  If this event is rolled before Event 34 treat #34 as “No
 Event” If event 34 has been triggered or this event has already happened also treat as  “No Event”.

54 Israel Bombs Tuwaitha:  +1 VP to Iranians.  Read as “No Event” after event is triggered. 

55, 56, & 61  Improved Iranian Operational Capabilities: 1st Roll of this event makes available the Iranian Rev. Gd. Marine Bdes. 2nd Roll: Upgrades IR HQs. 3rd Roll: makes available the Iranian Rev. Gd Engineer Divs..Shift one right if attacking with one or more such Engineer Div. 4th Roll & subsequent: Read as “no event”.

62 Special Iraqi Reinforcement: The Iraqi Player may select any one reinforcement unit/marker that would normally arrive in the next calendar year to arrive on this game-turn. If no such unit/air marker is available add 1 RP to the normal Iraqi RP income this turn only. 

63 Shiite Trouble in Iraq: +1 VP to the Iranian. Iraqis may not attack(except via “Tanker War” rolls) on this game-turn.

64 Iraqi Missile Hits US Warship: Read as “no event” before 1984,  +1 VP to the Iranian. If this occurs after “Western Naval Intervention” has been triggered roll one die on a “5 or 6” Western Naval Intervention is no longer in effect (canceled). Western Naval Intervention may subsequently come back into effect via a future roll on the ‘Tanker War’ table. 

65 Iranian Commanders Force Khomeini to Accept Ceasefire: Treat as “No Event” if event 51/52 is in not in effect. If event 51/52 is in effect , adjust the victory index +2 VPs in favor of Iraq, end play and determine victory on that basis. If both events # 46 & #51/52 are in effect roll one die on a “1-3” war is not over, on a roll of 4-6 war ends, but victory index is only adjusted +1 in favor of Iraq. If a “1-3” is rolled this event may be re-rolled again in a future random events die roll and the die roll check for war’s end is also rerolled. 

66 Coup Attempt in Baghdad: If victory level is zero or in the favor of the Iraqi Player when this event is rolled read as “No Event”. If the victory level is in favor of Iran make one “coup” die roll with one dice. If the die roll is equal to or less than the Iranian victory level, Saddam Hussein is over-thrown and the Iranian Player wins an instant decisive victory. Add 1 to the die roll for any resulting “coup roll” if a 2-step or 3-step Iraqi Republican Gd. div. is in hex 1521 and no Iranian units are within 2 hexes of that hex. If the “coup” die throw (with any addition) comes out to be just one higher than the Iranian current victory level +1 VP to Iraq. Add +2 to all coup die rolls if Joint Arab Intervention is currently in effect (see optional rule below)

Optional Rule: Joint Arab (JA) Intervention Forces

This optional rule explores the possibility of joint Arab intervention by Saddam’s regional allies to support an Iraq on the ropes in its conflict with Iran.

Historical Notes: Throughout the eight year Iran-Iraq War Saddam Hussein enjoyed extensive support both moral, and material throughout much of the Arab world. Egypt supplied him with large quantities of arms, civilian laborers, and some Egyptian pilots conducted strikes while serving in the Iraqi Air Force. Jordanian volunteers fought with the Iraqi forces, and Jordan itself served as Iraq’s main logistical lifeline after the closure of its Gulf ports due to the fighting. Saudi Arabia, Kuwait, and the other Gulf Emirates provided tens of billions of dollars in “loans” and oil “swaps” to fuel the Iraqi war effort. The Arab Gulf Cooperation Council (GCC) a quasi regional alliance was formed by the Gulf Emirs and the Saudi Royals in direct reaction to the 1980 outbreak of the war. At one point in 1982 after an Iraqi defeat King Hussein of Jordan offered to send two divisions of his regular forces to assist the Iraqis at the war front.  

Iraqi propaganda tried throughout the conflict to present the war as a struggle of the “Arab Nation” led by Baathist Iraq against the alien Persian threat. The conflict was often defined in the term “Saddam’s Qadisiyyat” referring to the great battle fought between Arab and Persian in AD 636 that witnessed the overthrow of the Persian based Sassanian Empire.    
Victory Change for Iranian Entry into Kuwait:  Iranian entry into Kuwaiti border hex #s: 2534, 2434, 2334, 2234, 2235 no longer ends the game, instead the Iranians score +1 VP if they have an Iranian unit in any such a border hex, and –1 VP (+1 in Iraqi direction) if all their forces are driven, or move out of all the Kuwaiti border hexes. Iranian forces may never enter the Kuwait road map edge hex # 2435, however they may attack into this hex. No forces from either side may enter Kuwaiti island hex #s 2634 & 2635 

Intervention Conditions for Joint Arab (JA) Forces:

Conditions for die roll for initial Intervention by Joint Arab(JA) Forces: 

A die roll check is done at end of each Iranian Player turn if any of the following is in force:

Iranian unit is in a border hex inside Kuwait 

Iranian units within 1 or 2 hexes of Baghdad

Iranians control any of: Basra, Baqubah, Tikrit or Kiruk, or are adjacent to Kiruk, or Tikrit 
Roll one die on “5-6”(exception: on a “6” only after 1984) Joint Arab Forces arrive as shown below as Reinforcements at start of next Iraqi Player turn (the JA Intervention game-turn), additionally the Iraqi Player receives. a +1 VP swing:

New Joint Arab (JA) Units as follows: (Total of Seven units/markers + 2 Jordanian 3rd& 4th stepper replacement counters)

Note that all of the JA ground units have armor superiority

x1 Jordanian Armor Div (4 stepper) 10-8-5/7-6-5/4-4-5/2-2-5

x1 Jordanian Mech. Div. (4 stepper) 8-11-5/5-8-5/3-5-5/1-3-5

(Jordanians arrive on Ramadi Road hex # 1121 )

x1 “GCC” Pen. Shield Mech. Div. (2steps) 4-5-5/1-2-5

(Arrive on Kuwait Road. hex # 2435 or Salman Rd hex # 1435 )

x1  Saudi National Guard (SNG) Motorized Inf. Bde.(1 step)  2-2-5

(Arrive on Kuwait Road hex # 2435)

x1 Kuwaiti Armor Bde. (1 step)  3-2-5 

x1 Kuwaiti Motorized Inf. Bde. (1step) 2-3-5

(Kuwaitis Arrive on Kuwait Road hex # 2435)

x1 Joint Arab Air Forces Air Marker (use as an Iraqi Air Force Marker)

(add to available Iraqi Air Force Markers)

Kuwaitis and the Saudi National Guard (SNG) units may only operate within 4 hexes of Kuwait and may not enter Iran….Otherwise joint Arab units operate like Iraqi units, & may use Iraqi HQs for assault, supply, and reserve movement, and Iraqi cities for supply. Iraqi and JA units may also trace supply to the three JA(1121, 2435, &1435) map-edge entry hexes. Iraqi units may still not enter Kuwait, but may attack into Kuwaiti border hexes occupied by Iranian units. JA units may, of course, freely enter and leave Kuwait.

Starting on the Iraqi turn after JA Intervention units arrive the Iraqi Player starts accumulating one (1) “Joint Arab” RP per turn which can be used to rebuild “Joint Arab”(JA) units only. JA units may not use Iraqi RPs to rebuild and vice versa. Rebuilt

from scratch JA units arrive at their initial entry hex(es). A max. of three (3) JA RPs

can be accumulated and carried over from one game-turn to another. 

Starting on the JA Intervention turn all Iranian rolls on the “Tanker War” table are all reduced by one (1) after any other adjustments. This remains in effect even if JA Intervention ends.

Iranian VPs for JA losses:  The Iranian Player should keep track of JA step losses. The Iranians get +1 VP for every three step losses inflicted on JA units.  

Ending JA Intervention: JA Withdrawal 

If none of the initial Intervention conditions (see above) for JA initial Intervention are in effect at the end of an Iranian Player-turn after the game-turn in which JA Intervention has occurred roll one die on a “5-6” all JA forces are immediately removed(withdrawn) from play for the remainder of the game & JA RPs are no longer received. Any accumulated JA RPs leftover are lost, but award to the Iraqi Player one (1) “free” Iraqi RP (represents left behind equipment). JA Intervention (and any subsequent withdrawal) can only occur once per game. After any JA withdrawal Iranian units may no longer enter Kuwaiti border hexes. Note that JA Intervention/Arrival & Withdrawal may not both occur in the same game-turn.

The Holy sites of Karbala and An Najaf  (Fanatic Combat/Victory Optional Rules)

Iranian attacks into the hexes of or adjacent to these Shia holy sites (the Iraqi towns of Karbala & An Najaf) are always shifted one to the right if all of the attacking Iranian units are Revolutionary Guards. If both towns are taken and held by Iranian forces that are in supply through the end of an Iraqi Player turn the Iranian Player wins an automatic immediate super-decisive “Sword of Allah” victory. The forces of the faithful have been unleashed: next stop “Al Quds” (Jerusalem)…..

